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A subclass for those making the best out of stigma. 


Rogue - The Accursed 


You see the hatred or fear flaring in people's 
eyes when you pass them. Maybe you are an 
offspring from an unwanted race, maybe 
marked with scars of sickness, or maybe 
you are branded a thief. Whether the stigma 
is justified or not doesn't matter to you 
anymore, as it follows you everywhere you 
go and influences every moment of your 
social life. Well, you can’t change what you 
can’t change. So, make the best out of it. 


Accursed Features 


ROGUE LEVEL FEATURE 


3rd Judged, Terrifying Strikes 
9th Overlooked Presence 

13th Imagined Curses 

17th Shunned by Magic 


Judged 


3rd-level Accursed feature 


People always think the worst of you. You 
can add your Charisma modifier to your AC 
while you are not incapacitated and you 
gain proficiency in the Intimidation skill, if 
you don't have it already. But strangers 


rarely trust your words and you have 
disadvantage on ability checks using K 
\ 


Persuasion to tell the truth. 


Terrifying Strikes 
3rd-level Accursed feature 


Ramming a dagger in someone's heart is fun 
but putting on your best villain gaze 
enhances it easily. When you deal damage 
through your Sneak Attack ability, the target 
must succeed on a Wisdom saving throw or 
become frightened of you until the end of 
your next turn. The DC equals 8 + Charisma 
modifier + your proficiency modifier. On a 
success, the target becomes immune against 
this effect for the next 24 hours. When you 
kill a creature within your Sneak Attack 
ability, instead all hostile creatures within 
30 feet that can see you, must succeed on a 
Wisdom saving throw or become frightened 
until the end of your next turn. Further, 
whenever you attack a creature that is 
frightened, you have advantage on the 
attack roll against it. 


Overlooked Presence 
9th-level Accursed feature 


People don't want to deal with you; keeping 
your head low, makes you almost vanish 
from their focus. Non-hostile creatures 
barely acknowledge your presence until you 
actively engage them, for example by 
speaking to them, attacking them, stepping 
directly in front of them, or similar. The DM 
decides how creatures act around you. That 
could mean creatures won't help or talk to 
you or it could mean you have an easier 
time sneaking by them without getting their 
attention. This ability doesn't make you 
invisible or unseen. Guards will still stop 
you, if you plainly stroll into a highly 
secured area, they are keeping watch over. 


Imagined Curses 
13th-level Accursed feature 


People think of you as a menace and curse, 
so let's make their imagination come true 
with a little acting. As an action, you 
brabble a curse in a fictional language at a 
creature that speaks at least one language. 
The target must succeed on a Wisdom 
saving throw with a save equal to 8 + your 
Charisma modifier + your proficiency 
modifier. A creature who is frightened of you 
automatically fails this save and a creature 
who can't be frightened automatically 
succeeds on it. On a failure, the target 
becomes frightened of you for 1 minute. 
While frightened, it has disadvantage on 
saving throws. The frightened target can 
repeat the saving throw at the end of each of 
its turns, with disadvantage if you are 
within line of sight, ending the effect on 
itself on a success. If a target's saving throw 
is successful or the effect ends for it, the 
target is immune to this ability for the next 
24 hours. 


Shunned by Magic 
17th-level Accursed feature 


Even magical energy, something that 
shouldn’t even have a consciousness (!), 
adopted that negative stigma against you. 
You can only be affected by magical effects 
and spells that just target you (not an area 
of effect). This wards you from area effects, 
such as the explosion of a fireball or being 
targeted by the slow spell, but also makes it 
impossible to be affected by the mass cure 
wounds spell, or targeted by the aid spell, or 
similar. 


Your mortal eyes are looking for more fun? 
Why not check my other fantastic supplement? 
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Unique cursestto"apply to 160 items from the DMG, 
plus new items to add mystery to your games 
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